are absolutely far from being trivial, and many of the results presented turn out to have interesting potential applications, that most readers will also appreciate.
In some cases, the very inspiration of the papers come from a game or a wellknown puzzle (like in Christmas Gift Exchange Games or in The Feline Josephus Problem, that considers a generalization of a problem already studied by Girolamo Cardano in the 16th century). In other cases, the connection between games and IT real-world problems plays a central role: in On Approximate Jumbled Pattern Matching in Strings, for example, scrabble-like games are related to a form of approximate pattern matching (which, by the way, has important applications to bioinformatics); Guessing Bank PINs by Winning a Mastermind Game establishes an interesting relation between a generalization of Mastermind and bank-PIN guessing.
We all know, games are fun, and when the going gets tough the tough get going: otherwise said, a provably difficult game is probably more fun. This is the theme of We would like to thank the authors that contributed to this issue, not only for their competence, but also for their wit and sense of humor. We also owe our gratitude to all the reviewers, who carefully worked on the papers and often provided insightful comments and remarks. Finally, we thank all the people at Springer for helping us in our work. Most probably all the authors had fun in writing their papers, and certainly we did as editors; we hope that this issue will be fun for you to read, too.
